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WHAT IS SIMEARTH? 

SimEarth is a Planet-Simulation game Its 
true enjoyment lies in not limiting your 
imagination by simply trying to accomplish 
a goal, but by learning and exploring new 
ideas, SimEarth is a game that is more 
than a game. 

Sim Earthling? are electronic life-forms that 
populate your planet. They vary from 
unicellular organisms to an intelligent 
species that has reached an even higher 
level of civilization than the human 
earthlings. More than one trillion 
Sim Earthlings can live on a single planet, 
and their entire fate is in your hands 

You are in complete control of the planet’s 
environment, life and civilization. You?' 
planet has an unlimited potential. SimEarth 
has a truly exciting challenge that you 
cannot find in other games. 


THE GAIA THEORY 

What is life? The originator of the Gaia 
Theory. James Lovelock, faced this 
question when he was involved in research 
on the Martian atmosphere. He was 
searching for evidence of life on Wars. 

Today, the atmosphere on Earth is 
composed of 0.03% Carbon Dioxide, 21% 
Oxygen anti 79% Nitrogen. Assuming that 
there is no Site on Earth makes the 
atmosphere 98% Carbon Dioxide and 0% 
Oxygen. Lovelock, who focused on this 
relationship between the atmospheric 
composition and life-forms, came to 
advocate an idea which he called the Gaia 
Theory 

Lovelock’s Gaia Theory suggests that 
development of life-forms changes the 
environment of a planet. Life forms follow 
the law of natural selection. For example,, 
through respiration, organisms physically 
and scientifically affect the environment, 
The earth's environment can also be 
litem reted as a setf-regulatiny system in 
which organisms strive to create a 
sustaining balance in them surroundings. 

Hie Gaia Theory is not the kind of theory 
that is widely accepted at academic 
settings. However, in believing this theory, 
we can say that an increase of CQ2- 
producinc greenery on earth is the solution 
to atmospheric and ocean pollution. 
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HOW TO USE THE CONTROLLER 



in each mode menus 
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GAME START 



Insert the Sim Earth Sums Pak In Etie Soper 
Mintendo Entertainment System and turn on the 
power. The tit e screen wjll he it splay Ed. Now 
press the stop hniton ro that the morln selection 
screen [bottom right) appears. 



Selecting the FIRST SCENARIO wfll take yon to 
AQUARIUM Unless you complete this scenario, 
you cannot proceed tc the next) The content and 
gud ul each scenario are explained in the following 
pages. 

II you select RANDOM PLANET, choices oi 
difficulty ievflo will be given. Details ns the various 
scenarios and or s-slection of levels are shown on 
page 8-16 and page 17 respectively. 


PLANET SCENA RIOS 


Alter you select FIRST SCENARIO, you will nave a choice of e pht different placets 
Choose one of fhese planets on which lo practice yuur planetary development ski'ls. 
Once all the problem!; have been solved, the scenario ends and is auto mat cully 
SRvesri. Proceed to the NEXT SCENARIO. If you dn not clear the scenarios In order, you 
cannot go onto the next. 

You can choose the Earth like placets by Their time scales RANDOM PI AN FT has 
fewer limitations compared to the first SCENARIO option therefore, it is poss ble to 
set up & time scale, f HE DAISY WORLD uptfon is a special scenario that :& based on 
Lovelock's Gaia 1 lie a 7 . 


► First Scenario 


► Random Planet 

► Daisy World 


Aquarium Scenario 
Cambrian Scenario 
Modern Day Earth Scenario 
Mars Scenario 
Venue Scenario 
Planet nt Ice Scenario 
Dune Scenario 
FamJXXX Scenario 
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The Aquarium Scenario 

The Aquarium planet is entirely 
water; there is no land. 

In the process of modernization, 
fire plays an important role.Tools 
am The key to building a civilization 
and can only bn made by using fire. 
If them is no land, fire cannot be 
mads. In short, no matter 'what 
in is II gent aquatic organisms may 
grow, they will not be able (c create 
i modern civilizalion. 

TIM E SCALE: E vol ution ti me scale 

Problems: Since there is no existing land, organisms cannot develop into land 

animals. Recause they cannot use lire, it is impossible for them to 
create a modern civi ization. 

Hints: To make aquatic organisms develop i‘ is necessary to provide them 

with shallow water, Land is also needed tor civilization. Start by 
creating land with volcanic eruptions, o; you may use the EARTH 
command to elevate undersea earth sm faces 
Other Hints: You may design the land rite whatever s"ape you wish. 

Advancement 

Conditions: Make living organisms create a civilization 

The Cambrian Earth Scenario 

l his is the scenario that replicates 
the condition ot the Earth in the 
Cambrian Period (approximateby 
550 billion years ago). At this time, 
plants beg nto multiply and insec's 
to evolve The goal of this scenario 
is to have all life-forms evolve until 
the pain? where the civilizations cam 
initiate an Industrial Revolution. 

in the Cambrian scenario, the continents are shaped the same as 
the Earth used to be. Additionally, themagma current and foe 
continental drift occur in the same way as they did 200 billion years 
ago. Alter the first 200 bill on years die conditions may change in 
accordance to the magma current changes, 
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TIMESCALE; Evolutlonurnescale 

P rob I Bin s: C rastic changes In tempe ratu ro occu r, i f you rio not do anything about 

this problem, every iff e-form will perish. 

films. Protect the animals from temperature change and help intelligent 
species develop civilizations. 

Other 

I nlormalion: S pec .es which cn u! d e evelop civilizatidms are not lirri ited to mamm els , 
Experiment by making any species more intelligent and see now far 
they evolve. 

Advancement 

Co motions; Make a species d evelop a c wlllzatlon in O'der for an I ndustrisl 

Revolution to occur. 

The Modern Day Earth Scenario 

This scenario is the present-day 
Earth. An Industrial Revolution lias 
occurred and energy production 
medical science agrigsrlture, and 
technology have rapidly developed. 
At the same time, environmental 
problems have become serious. 

Your mission is to make 
humanity emigrate to another pian-et 
as web as to solve these problems, 

TI ME SCALE: ' ec hsioiogy time scale 

Problems: Pollution, war, lamrne. the greenhouse effect energy sbnrtage. and 

nuclear whiter are serious problems. If you find a way to solve these 
crises, you could win a Piubei Prize. 

Hints: War occurs when food. tueJ and nuclear power are short. To stop this, 

alloca:e energy to Philosophy in the Civilization Model Control Panel. 
Increase the usage of energy that will nol pollute the atmosphere. 

Other 

Information: II you get tired of this helpless planet, it might be necessary to destroy 
the whole world. 

Advancement 

Conditions: Put into action the Exodus Project and actualize the emigration of 
humanity to another plane!. 
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TIMESCALE: 

Problems: 

Hills: 

Advancement 

Canditians: 
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The Mars Scenario 

For this scenario, ycur intelligent 
species are living in a Nanotegh- 
level socicn'. Your planet is 
overcrowded with SimEarthlings 
and they are willing to move to 
another planet 

Your job is to turn Mara into a 
planet capable of supporting iile. 
You must complete the project 
within 200 years. 

Technology lime scale 

No water, almost no atmospheric pressure, no oxygen, nt> plants or 
ammo Is: there is noth ng but rock. The average temperature is -53 
degrees Celsius. These are obviously not good living conditions. 

Use an ice meteor fo create oceans, Select the icon to m REPORT to 
get information on all the life-forms as well as the civilized ooou felons 
of the planet. Make use of Bio and Ram Factories to grow plants, 

increase The entire number oF life-Jorms to 25,300 and the civilfeed 
populations to i oqo. 

The Venus Scenario 

As you did in Mars, proceed with 
the development so that life may 
live an Venus. The average 
temperature here is 470 degrees 
Celsius—-fartoo hot for any 
organism to survive This is the 
game's most challenging scenario 
Your toe is to change this planet 
Into a place til lor survival. Your 
time limit is 503 years. 
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TIME SCALE; 
Problems: 

Hints: 


Advancement 

Conditions: 



TIME SCALE: 

Problems: 

Hints: 



Tech'o ngv time scale 

The Temperature is far tea high even for plants to grow and animals to 
live. 

Tiie hrst thing you must do is cool the planet. It wl! be useless to 
drop ice meteors to dsciease fee temperature—instead it will increase 
the greenhouse sFlec? inducing vapor ntothe atmosphere. I o cool the 
planet, remove the carbon dioxide from the atmosphere. This wijl 
■'educe the greenhouse effect The Oxygen "actor. 1 will absorb the C0^ 
from the air and will re-ease oxygen. Green plants will release 
additional oxygen in the air. 

Make the crvitlzed populations reach ioqo and the number of life- 
forms reach 25,000. 

The Planet of Ice Scenario 

This pianet is Jar away from the 
sun. Almost no light reaches the 
surface, so it is almost entirety 
covered with snow and ice. The 
temperature is ; nf course, too ow 
to be able to support life. Your goal 
is lo develop the entire life mass 
into 25,000 inhabitants acd the 
civilized population to 1000 beings, 
ail within a time limit OF 500 years. 

Technology time scale 

Melt fee ice to create a habifaOle environment. 

Control the atmospheric condiiioos and gradually raise the 
temperature, The Mars scenario may give you an ids* how to do tins 

The Dune Scenario 

This is a desert planet The 
temperature is loo high ana the 
weather too dry to support hie. The 
only living life-forms are die 
reptiles, To successfully complete 
this scenario, you must (level np th e 
l Fe mass into ? 5,000 inhabitants 
and the civilized population to 1000 
within a 500-year lima limit. 
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TIME SCALE: i actin u! ugy time &cal^ 

Problems: Most cf the Dlanet ‘surface has Jurm>rj Lite a desert due te the leek of 

water (rainfall) Change this Dune Planet into a planet covered with 
greenery 11 ordcr to create an environment for animals to live. 

Hi ms: Control the atmospheric composition and gradually lower the planet's 

temperature.; The Venus scenario might give you a hint. After tnE 
temperature of the piaiiel is lowered, it may he effective to drop ice 
meteors to create oceans. 


The Earth 2 XXX Scenario 



Developing this nianet reaches you how the present-day Earth ■evolved. 
Challenge yourself to build a new, improved Earth You must solve all 
the problems by using me planetary development skills you have 
learned 


Random Planet Scenario 
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Alter selecting RANDOM PLACET you may choose a time that outlines 
1 he ptenet's development from one otthese four time scales: Gwlogiv, 
Evolution, Civilized,, and Technology 

rirst set up the level (sec page 17}, then select the time scale. A 
window showing these scales will be displayed. Select the time scale 
with the control pad. then press ine A Button. 

Geologic Time Scale 

The Earth, formed s.b b Won years ago. re believed to have been 
created from Interstellar matter. The surlaee ul the planet was covered 
wild hot lava which coded to farm sc:lid crust. Water vapor in the air 
tell in the form Dt rain to create the oceans. 

The Geologic time scale starts w th a newly formed planet. After 
the evolution of multi-cellular organisms is confirmed, you may 
proceed to the Evolution time scale. 
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Evolution Time Scale 

This epoch starts with the emergence of diversified multi-cellular 
organ sms. You must fill the planet with multi-cellular plants and 
animals. 

in tins time period, you must survive periodic extinctions a no 
promote the development of an intelligent species able ic reach 
civilization. You can move to the Civilization time Scale when this 
occurs. 

Civilization Time Scale 

Intelligent life is now capable of civilization. The Civilization time scale 
starts and so do the problems Cities evolve, wars -begin, and pollution 
occurs. 

You must develop the civilization until an Industrial Revolution 
occurs that will bring you into ms Techno legy time scale. 

Technology Time Scale 

Iri this time pur oj, the Industrial Revolution has occurred and 
technology has rapidly developed Major breakthroughs have b een 
made in energy production, medicine, and agriculture. Environmental 
deterioration and pollution am becoming serious problems. 

The ultimate goal of this time scale is to colonize another planet 
for human migration. You must develop the technology level while 
maintaining an environmental balance. 

Daisy World 

This scenario is based on the original Daisy World program that James 
Lovelock developed as a mDCHid htr> Gaia Theory. His Theory states that 
life and the environment constitute a system Ifiat setf-reguktes climate 
and atmospheric enmposition. 

The only life-term on this planet is the daisy This unique flower 
has petals, that regulate the temperature by reflecting different 
amounts of tight and heat, 

TIME SCALE: Evolution time scale 

Problems; The beat from the sun is steadily Increasing. If if is not properly 
regu aled, the oceans will burl away anti all life un the planet will 
perish. 

Hints: 1 here are almost no clouds in this world; therefore, ibers is little risk 

of the greenhouse effect. If the temperature is low, black daisies will 
grow, and it the temperature is high, white daisies wilt grow. Select 
the Pi AMT icon to sec a graph on daisy growing, 
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SELECTING LEVELS 

Enoigy in SinTnith is very important; before staling to play, you should team mure 
about it, There ore two- uses for energy in SinlEarth: one is for the SimEartblings and 
the other is for yourself 

1 he Sim Earthlings use energy lor developing thdr civil zalion '3 is generated 
from iDssil and :ea.r lueis. You do nor have tc be concerned about the va ue of thi: 
energy—just ils allocation. The energy that you use is provided at (he begrn ng of 
she on me according tc- the level at which you ere playing, Every time you give a game 
command enemy is used, and ii k- recovemd as your planet evolves, "he energy 
value is given in u (Omega) units. 

The levei setup rtn pends on the amount of energy 
yen are g-ven in the beginning cf the game. Since eatfi 
time scale dTiers n the amount of energy used, 
choose the energy level to match the requirements of 
the time period. 

If you select RANDOM PLANET or DAISY 
WORLD you can vary the energy level. Cheese which 
centre pad and press the A Suites. 

Onlimitetf 

In :his option, you can use an unlimited amount el energy T:t energy value cm the 
Model Control Panel is set at a moderate level. Unless there is a big change the value 
will remain unchanged. You do not have the UNL1 M! i^g option in the Scenario mode. 
Easy 

This is the mode for beginners. The start rig value isoOOOEi, and it will not increase 
after time passes. The Model Control Panel is se; at a moderate level and will remain 
unchanged, 

Norm! 

The starting energy value is PODOii and it will not increase. The Model Control Panel 
is set at a moderate level anc will not change. 

Difficult 

The starting and maximum energy level is 200Di'S. she Model Centre Panel is set at 
random. 'Mill Ibis mode plants and animals (in not evolve on their own; yOv : need tc 
allocate energy for their evolution. 

SCREENS 

There are Ihree main screens in SimEarth The MAP mode, the EC : T mode and the 
GLOBE made To view the whole planet, use the MAP and the GLOBE merles. To gel 
more detail, use the EDIT mode. To switch from or 1 esc men to another, use ths MAP 
mode icon. Changing Ircm EDIT mode and MAP mode is dene by using the Select 
Button, 

The ICON window can be displayed or, any mode screen but the COMMAND 
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screen is used only with the EDIT mode. 

MAP MODE 



i ins is a mods that shows the map of the entire 
planet. To get a view of the enlire p anet. use this 
function. 

The area within the large rectangular cursor is 
the territory that will be d-splayed in the EDIT 
mode. Move the cursor with the control pad to 
change the area shown. 


These are some features of the MAP mode 
t Display area of ills EG IT mode. 

2 Overview ul The planet. 

3. Icon s displayed with he Start Button. 

4. Data 'rdsx Box provides information d" the date shown 
in the overview map. 

5 Information Sox displays the age of the planet, the amount 
of ino energy required tc implement a command the total energy leM, 

EDIT MODE 

Th s is the mode fm investigating the planet, 
allocating organisms a~d mat! ng events such as 
storms occur. 

To change tlte view on the screen, rnave the 
rectangular cursor to a corner of the screen so that 
it will scroll n that direction. Use the L nr R Button 
to see your location in relation to the g coal map 
An overview map will appear in the upper comer of 

the screen. 

These are some features of the EOiT mode: 

1. The area on the overview map is displayed id the EDI f made 
by pressing the L or R Button. 

2. Use the cursor to allocate plants., animals, events etc. 

3. Information Bex displays the age of the planet, the energy 
required to implement a command, the total energy 

left and (he warning message, 


and the warning message, 
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This mod-i displays the entire planet in its global 
form. Although the shape is different, this is the 
sa me view as the MAP mode he p anet rotates n n 
its own but you ran change the dlreclsofi it is 
relating by using the cant mi pad. 

1 iiese are some features of the GLOBAL mode: 

1. This is the display area inrhe Edit made. 

2. Overview o! the planet 

3. T"e icon is displayed with the Start Button. 

4 Data Index Box provides information on the data displayed 

in the overview ot the p allet. 

h Information Bnx displays the aye of the pianet, the energy 
required to implement a command, the total energy left, and 
the warning message. 

ICONS 

There are eight different icons. They provide planetary information and change the 
game setups. Only 5he Modal Control Panel has the function to corn mi the setup -of 
the planet. 

To display the icon window, press the Start Button in any mode screen. Select 
the icon with the centra pud and then press the A Button. I he icon window will 
disappear when you press !he B Button. 


SAVE AND 
LOAD 


SPEED 


MUSIC 


GAIA 



DATA 

DISPLAY 


MODE 


MODEL 

CONTROL 

PAVEL 


GRAPH 



GLOBAL MODE 



L nnilMviL L i'! OilPI »1 


ifn. SrCrC?. 
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DATA DISMAY 




p-ir .• a e n- i Kb m . 7-s i. n Di o* i a i 
Ait l+- ceil 1 n-Aiiin L-iTP 
Cv-frivrjc Iti-izur A. cvr Civl I 



L -if£k»:S! 8 V? r~H?V' . ' 


With the control pad and the A 
Button, you can bring up types of 
data in the index hux. To cancel the 
command, either select EXI dr 
press the R Button. You c^n choose 
from the following options: 



' ■UMP 


SEA CUR 
[Sea Currents) 

Shows the direction 
of the ocean currents. 


MAGMA (LAVA) 
Shows the d rection 
nf The continental drift. 


-Jhr-. 


GEO (Geography) 
Displays The altitude 
and the depths of the 
water. 


EVENI 

Displays events 
occurring in all parts 
of the 'world. 




WATER TEMP 
(Wafer Temperature) 
Shows The Temperature 
of The oceans. 


RAIN (Rainfall) 
Displays the amount 
of rainfall 
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TEMP (Temperafiire) 
Shows The atmos¬ 
pheric temperature. 

PLANTS 

Oisplays the 
distribution ot each 
type of plant. 

ANIMALS 

Displays the 
distribution of each 
type of animal. 
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AIR CUR 
{Air Currents) 

Displays the direction 

Of the a,ir current. 

CIVIL (Civilization) 

Shows the distribution 
ot each civilization 
and the location of the 
terraformer. 


modi: CVA NGE 

To change from mode so mode, us# this command. You can switch 
from MAP mode. GLOBAL mode, and EDIT mode with this command. 
Select this command with the control oad and press the A Button. if 
you are switching between the MAP mode and the EDI! rriudeyou can 
use the Select Button. 

(Bee page tg.) 

MODEL CONTROL PANEL 

Tli 5 command brines up four types of Model Control Parcels. Use the 
control panel to change the '/aloes of the planet simulations. 

First select MODEL CONTROL PANEL from the EGON Window. 
Then press the A Button so that the submenu appears. Then select the 
parameter you wish to change grid press the A Bull or 
Geosphere: Brings up the Crust Control Panel. 

Ahnasphere: Brings up the Atmosphere Control 
Panel. 

Biosphere. Brings up me l its Corrtral Panel. 

Civilization: Brings- tip t he Givi iization Coni re I 
Panel. 

The parameters that can be changed are displayed 
cn the central panel Use the control pad to move 
the arrow cursor tn the parameter that you want to change, then press M e A Button. 
Mow the arrow will move to the parameter. Remember, bringing up each central 
panel, whether you change the values or not uses 1 Mfi d 1 energy. 

The scales adjust the level Of the- parameter and tint speed. If you. want to 
increase the value of the parameter, torn the indicator to the right; to decrease the 
value, turn the indicator to the left with the control pad. Press the A Button to make 
your choice. The B Button cancels the choice, leaving the value unchanged and the 
arrow in its original position. 
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To return to the game, either press the B Button or select EXIT and press the A 
Button. 

For the Mars, Venus, toe Planet, arid the Dune Planet scenarios, only the 
Civilization Control Panel can be modified. 

Geosphere Control Panel 

This contra panel conlrols the geological Features of the 
planet. It takes millions of years to see changes in 
geological conditions, su unless you use the Geological 
lime scan you may not ne able to see the changes. 

VOL GANtC ACTIVITIES 

This controls the frequency ol me periodic volcanic 
eruptions, In the early stages of planetary development, 
volcanic eruptions are important lor shaping (he confine 
EROSION 

This function controls the speed of erosion of mountains arid other terrains by wind 
and rain, As erosion progresses, topograph cal formations such as rock shelves, 
shallows, and sand banks are farmed. 

COPE HEAT 

This controls the temperature ol the planet's core. The better the core, Ihe larger the 
volcanic eruptions will be. By increasing the sore temperature, larger islands and 
higher mounts ns are created by volcanic eruptions. Additionally, the direction of 
magma flow is easily changed 

continental drift 

This teature controls the speed at which the magma current flows. The magma flow 
affects the movement of me continental plate loafing above the liquid magma. 

CORE FORMATION 

The formation speed of the planet's core is controlled by ibis function. The planet's 
core is formed by the molten magma coding and condensing into a dgfitly packed 
center. The larger the core of the p 3 not, the thinner the magma layer wit ho; 
consequently, it the magma layer is thin, then the magma will flow slowly 
METEOR IMPACT 

This controls the frequency of periodic meteor strikes. In the early stages of a 
planet's development. a large number of meteors crash into Ihe planet affecting the 
continental formation. 

AXIAL TILT 

This controls the tilt oi the planet's spin avis. The axial spin influences the severity of 
the seasons, Ef the planet tills more steep y, then the seasons are severe, This is 
noticeable only in the Civilization time scale. 
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Atmosphere Control Panel 

This control panel deals with She variable factors affecting 
the atmosphere, which intrude lighl and temperature, 

This determines the planet’s capability to support plant 
and animal life 
SOLAR INPUT 

Tins controls the incoming solar hoot and radiation. Setting 
inis scale on the lowest reading will turn the sun otl. 

CLOUD ALBEDO 

This controls the amount of solar radiation that reaches the planel by limiting Ihe 
reflectivity of the clouds The lower the reflectivity, the more radiation reaches thee 
planet; therefore, we atmospheric temperature will be h gher. 

GREENHOUSE EFFECT 

This, ‘eatuie controls the intensity of the temperature-raising greenhouse allect. The 
greenhouse el feet is caused by vapor methane, carbon dioxide ar.d ether gases m the 
atmosphere that block the outgoing heat , which causes fee planet's temperature tu rise. 
CLOUD FORMATION 

This controls the number of clouds formed from a certain quantity of water vapor. 
RAINFALL 

This controls (he amount of rainfall on the entire planet. 

SURFACE ALBEDO 

This controls the heat reflectivity of the continent's surface. The lower the albedo, the 
more solar radiation is absorbed by the planet. 

THERMAL TRANSFER 

It controls Ihe amount and the rate at which the air and ocean can exchange heat. 

Biosphere Control Panel 

I he Biosphere control panel deals with the variable 
factors affecting the biosphere of the planet, It is most 
effective in an Evo uifan time scale, where you are more 
able to distinguish the variation ir: the number and 
species of animals. 

THERMAL TOLERANCE 

Tin is feature controls the temperature range in which life 
can survive. The higher the setting, the wider the range of 
plants and organisms able to survive. 

REPRODUCTION RATE 
This controls The reproduction speed at organisms. In the early stages of the 
development of life-forms, it is advisable to increase populations Quickly, although 
you should take into cons deration fee future use of fossil fuels. 

C02 ABSORPTION 

[his function controls bow much carbon dioxide (CG2) is absorbed from the air by 
plants. Excessive carbor dioxide is one of the farters of the greenhouse effect. 
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Lowering the level of carbon dioxide in Hie atmosphere lowers the temperature. One 
way lo reduce carbon dioxide is to use the terraformer s oxygenator to remove the 
CQ2 from the atmosphere: however, it is more effective to let the plants toep a 
natural balance. 

ADVANCE RATE 

This controls the rate at which life-forms advance to a higher level of development. 

As evolution progresses, intelligent life emerges and builds a civilization. Usually only 
one spcc-es advances to the level of developing a civil saltan. 

MUTATION RATE 

This controls the probability that a life-form will mutate. A species that mutates does 
oof undergo the same evolutionary process as other members from the same 
species which results in the emergence of an entirely new species. Once rt has 
mutated into a new species itwfjj not regress, ' here is more explanation of species 
mutation in the LIFE-FORMS page under COMMAND. 

Civilization Control Panel 

This pane: deals with the maintenance and conn:I of the 
civilization ol an intelligent species. 

ENERGY INVESTMENT 

This (estate determines the IeveI d! energy needed So 
build end maintain shat species. 

BIQENERGY 

"his is energy released from burning wood, animal Oral 
plant energy, and work done by hand Included in this definition is recycled fue: 
Bioenergy will reached higher efficiency ibrnogh the nventitm of tools and the 
establishment of scientific theories Bioenergy emits carton dioxide into the 
atmosphere pausing minor pollution 
SOLAft/WINO 

This is energy produced by windmills, sailing ships, wind-powered generators and 
solar heating Efficiency is higher with higher technology. 

HYDRO/GEO 

Triis is energy generated through waterwheels, dams, steam power, and geothermal 
power. This is more efficient with higher technology. 

FOSSIL FUEL 

These are coni and crude oil. The amount of these fossil fuels is determined by the 
number of life-forms in the evolution lime scale. The greenhouse effect is triggered 
by burning fossil fuels. 

NUCLEAR 

This type of fuel includes -atomic rt actors and bombs energy created by nuclear 
fission. Radioactivity is released when nuclear explosions or meltdown occurs. 


























ENERGY ALLOCATION 

This feature determines the energy allocation ratio of energy produced by Energy 
Production. 

MORAL 

Morality is i deterrent to war. If you allocate energy here it wi i reduce the intensity ol 

vie lent conflicts on the planet 

SCIENCE 

Investing energy in science helps civilization's advancement toward a higher 
technology level. II you invest a low level of energy in science it will stow or stop 
advancement. You must maintain a balance with other factors or civil nation wil not he 
stable Atom It you invest in science too earfy, your population may succumb to wars 
a”d plagues. 

FOOD 

Agriculture, important lor the advancement of food production, ihcrea&es populaHon. 
MEDICINE 

lr decreases the number and severity of plagues. 

ART 

Art improves the quad y of life for intelligent spec es. 


GRAPH 

Graphs arc useful u discussing details and 
s hawing precise ly th e opn dItions which 
have occurred Select this feature with I lie 
control pad from the submenu, then press 
the A Button. Use the B Button lo cancel this function and 
return to the map mode. 




Atmospheric Composition Graph 

! hIs graph displays the percentage ratio of each of the 
at™uspheric gases, n-trpgen (M2), oxygen (02). carboif 
dioxide (002) and methane (Cl 14';-. plus dust particles 
and water vapor (K20). A t- or - attached to the end of A 
gas indicates whether the quantities are increasing or 
decreasing. Gases with no s gns attached arc temperarily 
s-tabJe in ratio. 

Th a Earth's atmosphere is made up of <5% to 2-5 % 
oxygen. Ufa cannot survive without enough oxygen hut tea much oxygen makes the 
planet prone to fire disaster. The other components of toe atmosphere must be in 
bn lance as wel for I fe to flourish. Flams cannot survive wiihoui carbon dioxide, And 
toe much dust shuts out solar radiailcn leading to extinction of too planet. Water 
vapor carbon dioxide, and methane in h qh proportions cause the greenhouse effect. 
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Bio me Ratio Graph 

This graph displays the number ol sac'-- type of 
plant, New data replaces the eld as lime 
progresses. 

Life Class Ratio Graph 

This graph displays Che number oi each type ol 
Animal. As the popu Alton changes the graph is 
arij..sted accordingly. 

Technology Ratio Graph 

This graph, displays t(ie civilizations. 
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History 

this graph shows how various elements of the 
ptenfet changed overtime, it is possible to chuck 
on any of toe 15 items displayed in the window. 
Four types o( data tan be displayed fit the same 
time. Select a screen from the submenu 

C02 Amount of carhon dioxide in the atmosphere. 
02; Amount of oxygen in the atmosphere. 

CH4: Amount o ; methane in the atmosphere. 
WATER TEMPERATURE Average temperature cf 
the planet’s oceans. 

ATM QSPRE R 1C TEMI : 'h RATU R E Average 
atmospheric temperature of toe planet. 

RAINFALL: Average rainfall. 

POPULATION: Total population ot the planet £ 
civilized Ife-forms 

BIO ME: Total amount of plant and animal life on 
the planet 39% ol the blome layer consists of 
plants. 

FOSSIL FUEL: Amount ol lossll fuel (coal, oil etc.) 
stored Storage rate ncreases during the Evolution 
time scale but decreases during the Civilization 
time scale. 

NUCLEAR: Storage rate of nuclear fuel. 

FOOD: Amount uf fond produced on the planet. 
WAR: Frequency ol armed conflict on the planet. 
PLAGUE Number of pi ague outbreaks, 

PG L. .U Tl G M Am a ud ol pol lution and toxi g waste 
that is lettered on the planet. 
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Planet Report 

This function displays the re:pen screen that 
updates the current status otthn planet. 

You are given ifilomaalion nn time scales, total 
number of life-forms, the most advanced I fo-fc-rm. 
■no most modernized civilization mio the population 
of the civi i/Rd species. You can also see the energy 
production and allocation ior the SimEarthlings 
alter they have achieved civilization. Use RbPOR 
to confirm me effect of changing! values no the 
Civilization Control Panel, Ttie goal is to proceed to 
the next level. 
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SAVE AND LOAD 

Save your game with th 6 icon, If 
you want .to restart your game from 
the same place select LOAD. It is 
only necessary tg save your game 
once before you quit. 



SPEED 

i his con is used to change the 
spited nr to stop the passage ul mre 
in the os me. You- can slop or slow 
time So give yourself time to think or 
you can speed it up, 

Select the speed with the 
control pad and press the A Button. 

MUSIC 




H This is she icon that switches the 

music on and off. Use She control pad to make your selection and press 
the A Button. 


GAIA 



Gaia s the planet itself When you 
have a problem In the scenario, Gaia 
will give yuu hints. 
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COMMAND 

The Command function is very important In coni wiling SimEarth. A single 
command may Seed to saccess or failure. The execution of commands is 
consistent throughout the game. 

First press the Y Button on the Edit mode screen so that the Command window will 
be displayed. With the control pad. select (he command to be operated and press the 
A Bu LLu n Al i sub co mtnand & a re d isp iayed except for I Wt S11G ATI ON Select sub - 
commands with ihe same procedure. Fhe window (I appears alter you choose the 
command or if you cancel the command. 

Where applicable, decide the location of the command with the cursor in the Edit 
mode screen and press the A Button. 

PLANTS 

This is the command to place biomeson the pianet. dy 
placing more plants, the planel is more hospitable to iile. 

Even il you do not use this command. Dionnes will 
automatically be placed nn the planet if the climate 
temperature, rainfall and other conditions ire met Plants 
may nor stay where you put them. An Arctic biome will 
net last long in the hoi equatorial zone and a jungle will 
not thrive at the planet s pole. 

^gr each hinme planted, of energy wi i be consumed 
RQCK 

No ife can survive on bam rook. Me plant can be planted it (here is neither C02 nor 
rain Mars and Venus are covered with rocks. 

ARCTIC 

Arctic climate s sold ano diV- No plants and animals can survive here. 

BOREAL 

This climate (also called taiga) is co d with fun to moderate rainfall. All the land 
animals can survive here, 

DESERT 

it has moderate to high temperatures and very iiltle rainfal Except for replies there 
Is no animals. 

TEMPERA J'c GflASSM NDS 

This climate has moderate temperatures and high rainfall, I an d-d walling animals 
flourish here. 

FOREST 

The lorest climate nas moderate temperafurfis at?d high rainfall- Many kinds of pi a.iit& 
a^d animals live here. 

JUNGLE 

This climate is characterized by high temperatures and rainfall. Numerous species of 
animal can live here. The plants produce a tot of oxygen 

































SWAMP 

The swamp has high temperatures and moderate rainfaii Next to the jungle, the 
highest number ol species make their home here. Some marine animals can live here 
as well 


OCEAN 

Formed 600 million years alter (lie lorn ia Win of the Earth, the oceans are an 

iii dc nait water source to; the p arret. Additionally, llie ocean greatly rlljercces the 

climate. 


LIFE FORMS 

There are 15 classes oi life represented 
in Sim Earth seven in the ocean a no 
eight on land. You can place 14 of these 
with the Place Lite tool. Hie other life- 
turrri. tee Carmferri is a mobile, 
carnivorous p ant that can evolve nto 
an intelligent creature. 

Each class consists of 16 species. 

If a class of life reaches the 16th 
speoes. t w II become an intelligent life- form. The 16ih 
speoac of many classes will never appear unless you help 
that class develop its intelligence. 

At the end of each description, the necessary cnsl of 
energy to place these .re-forms is shown. 
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SEA UEE CLASSES 

This is a simple, single celled life that first appeared on Earth 3,5 h IIion 
years ago It has no distinct nucleus. One example of a prokaryote is 
bacteria. Bacter a i a leases methane Into ihe atmosphere The eight most 
advanced prokaryote species are able to mutate into eukaryotes (35ft). 

These nre single-celled organisns with nuclei, and they include all 
single celled Hte-forms except prokaryotes They evolved srom 
prokaryotes 2 billion years ago The four mosf evolved species of 
eukaryote can nnutate into radiates {70a). 

Radiates a re radially Symmetrical multi-ce lular lite w tti definite tissue 
layers hut no distinct internal organs, head nr central nervous system. 
Theyiirsi appeared on Enrrh 700 million years ago. The first eight 
species can mutate into arthropods and the nest tour species can 
mutate into iri-chordates (105ft), 


Prvkaryms 
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Arthropods 

This species evolved on Earth 600 million years ago They arp animals 
with jointed legs and a herd outer skeleton thal live in the ocean The 
firs- four species can mutate ntn moliusks, Hie next eight can mutate 
into insects (140Q.). 

These also evolved 600 millions years ago. They are a fairly complex 
animal. The midd e eigihl species of moilusks can mutate into fish 
{175fi). 


This is- 0 ve*rv advanced sea create re with an Internal bony skeleton rat 
evolved 430 million years ago. Ihs lirSl Sight species con mutate into 
amphibians and tec next four can mutate into ir chordates (21flft). 


I hese aie marine mammals with a highly developed nervous system. 
Cetaceans can survive O ' land, loo They actually live n the jungle 
rivers. They evolve from mammals. T he last four species can mutate 
hack Info mammals (245ft). 

LAND Utt CLASSES 

Trichordates 

Triqbordates were a class j jS anienaj with three spinal cords i hey 
flourished and become extinct a long ti -eago or real Eaiih In SimFarth 
they are given a chance for survival. Trichordates cannot mutate info 
anything else (280ft). 

I he most numerous typed lite cm Earth. Insects evolved !rom 
arthropeds about the same lime- that plants grew on .and. Insects do not 
evolve into anything else but there is o cc evolution with narnifems 
(315ft}. 

These cnld-hioDded vertebrates are somewhere belween fish and 
reptile?; and were the first life to live on land 410 million years agn Toe 
firs; e g hr speci«; ol amphibians can mutate nto reptiles (350ii) 


Reptiles are cold-blooded vertebrates thal evolved from amphibians 330 
million years ago Tim first eight species ul reptile can mutate into 
dinosaurs The next four spsciestein mutate into mammals (385ft). 

II 
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Dinosaurs 

The/ are large reptiles (hat appeared 260 million years ago, then 
become extinct 65 million years ago or real Earth, The first four species 
of dinosaurs can mutate into avrarisand the «iexl feu?' species can 
mutate into mammals (420i>). 

Avia ns (birds) evolved Iran liying dinosaurs 220 011111011 years ago. They 
are warm-blooded vertebrates with bodies covered with tealiie f s anc 
111 ngs for forearms They cannot mutate into anything else j’455i'i). 


Evo ving 220 million years ago, mammals am the highest Farm at warm¬ 
blooded vertebrates They nourish their young with milk secreted irem 
treir mammary glands and have skin covered with hair. Human beings 
appeared 4 million years ago. The middle eight species of mammals can 
evolve into cetaceans (490ft). 

These are mobile, carnivorous plants that are treated like animals. They 
evolved from plants, and they eat insects fer iocd. G^rniferns are the 
only life that we cannot place with the Place Life 100 1. They evolved rem 
insects, but t is rare to nave earn ferns achieve intelligence They will 
not mutate into anything else, 

CIV1LIZATI0MS 

There are seven different levels of civil zalion, each with a 
unique science tech mingy level. Masl cities have three 
population densities which continue to develop through 
hade anc communication, As the population ncreases, 
the color of the bo* will chang-e from red to blue to yellow. 

You can piace these cities just lifts you do with the 
plants and life-forms but you may not lie abte to place a 
city that does not til in the actual pei od. 

The cost ef energy tc p ace each cviiizaliori is written 
at the end of each description. 

St one Age 

This is comparable to the civilization on the real Earth tiiat 
was thought to have begun a million years 
ago. People started tc use fire and organized scctely in gruups. ffte 
period is characterized by the use of stone tools (500ft). 



SLUE VLLL» 



Bronze Age 



Characterized by the regular use of metals for tools and weapons, the 
established era for the b onze Age dales back to 3500 BC Agriculture 
was also started in this period (1000ft). 


1 1 ™ Age 


Indus trial Age 



The iron Age began nearly 30t>0 years ago. It is characterized by the use 
of iron lor agricultural tools and weapons {150043,). 


This age relates to the time from the todustrial Revolution of the mid 
lath century tn the fcfrri : lining of the Atomic Ago. It is characterized by 
the use of power machinery and also by Itie problems of environmental 
destruction (250011). 

Beginning in 1950 with the first use of atomic energy, it corresponds to 
the present-day Earth. We are using up the Earth's fossil fuels(?5C0ii). 


information Age 

Tlie Information Age is the next step after the Atomic Age It is 
hypothesized to begin in the year 2-000. Computers are introduced into 
cur daily lives and information becomes the most important tool 
(300013). 



Nanotech 

This age is tar in the future of tartfi. and't will be characterized by a 
level cf technology that a.lows terraforming and colonizing ol other 
planets. In this an^, pen ole use transporters for trade and space travel 
(359011). 



TERRAFORMERS 

Terraformers are tools for turning Venus one Mars into 
earth-like planets. Once placed, terraformers keep 
working. Do net place too marly—the only way tc stop 
one is 1o destroy if. Their costs ri energy are also Stated 
after each desorption. 
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Biome Factors 

When you are terraforming Mars nod Venus, sometimes it is better to 
place a Biome Factory instead of individual biornes. The Biome Factory 
gauges the terrain, climate and stars and produces the appropriate 
biome type capable of surviving there. It can also detect changes in 
climate and will change the bionres it produces to a type that will survive those 
changes. Biome Factories cost 50 (Xj. 

Oxygenator 02 Generator 

The Oxygenator takes carbon dioxide (002) out of the atmosphere and 
returns free oxygen. Too much oxygen In a planet's atmosphere will 
causa hies Toe present Earth's atmosphere contain? 20% oxygen. Since 
oxygen 'educes carbon dioxide., a main contributor to the greenhouse 
effect, the Oxygenator will help coo! a hot placet. An Oxygenator costs 500U. 





M2 Generator 

[fie N2 (Nitrogen) Generator is used td increase atmospheric pressure 
on a planet The atmospheric density altects the planet's temperature: a 
, denser atmosphere allows the planet tc retain more heat. For example, it 
the atmosphere is thin, the temperature is very unslab e. Also, having, an 
atmosphere with a lot ni nitrogen stabilizes the proportion of other gases.. A large 
percentage—70%-™ of the- present Earth's atmosphere is nitrogen. A N2 Generator 
coals bUOii, 

Vaporator 

Tne Vaporatnr spews water vapor into the atmosphere., which raises toe 
overall humidity ot the planet causing more rain to (all. Too much vapor 
will increase The planet's temperature a "id cause the greenhouse elfedL 
AVaporator costs 500fi. 

C02 Generator 




The C02 Generator produces careen dioxide, which is necessary lir Lite 
survival ot green plants. Ton much CG2 raises the planet’s temperature 
a no causes the greenhouse effect. A 002 Generator costs 50012 


iVfnnoM.1 

Tlie Monolith is an evolution speed-up device that stimulates the 
development ol ntelllgenl life To use it, select MONOLITH then clink tin 
a life-form that you w sli to evolve with ths A Button. I here is a i -in-3 
chance that the chosen life-form will mutate to a higher Level, The 
Monolith however, cannot he used on al: life-forms, On? disadvantage to using the 
Monolith is that you can advance your civilization without increasing the amount cf 
fossil tueis. This may cause not only your population to decrease butaiisu your 
civilization :o collapse. Do not rush to a new lime scale at the expense of your 
population A Monolith costs 250€12. 
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fee Meteor 


Tire Ice Meteor is a huge chunk ul ice that you can crash into a dry 
p anet to acid water to the plnriet. You can use this to create an ocean. An 
Inc Meteor cosss BCOfi. 

EVENT TRIGGER 

Various events will happen randomly and are automatically 
controlled by the simulation. Depending on many factors, 
such as the age of the placet. the climate, air and water 
temperatures and sea level, you can cause most events o? 
your planets. 

Before tr peering events yourself, you shou d know the 
::ffcct? that these events have on inca! pcpc-lations as well 
as the planet All events cost 50ti. 

Storm (Hurricane) 

This is a tropical storm with Wiinds of 74 rnpti or greater usually 
accompanied by rain, thunder and lightning. It can cause tidal waves. 
Hurricanes are caused by warm oceans and can destroy cities. You can 
use hurricanes to increase rainfall. 


I his is an unusually high ocean wave that is caused oy either 
earthquakes, high winds, hurricanes, volcanos or falling meteors T dal 
waves can destroy coastal cities and -and dwelling tile. Tida waves are 
useful for eliminating unwanted coastal cities or tor clearing up an area 
that is contaminated by radiation!. 

toetoors 

Meteors are huge oietes of space matter that smash mto the planet 
creating land craters and tidal waves. Meteors that crash into land will 
aenri dust intn ?Ye atmosphere. Too much dust will block the sun and 
may cause extinction?. Meteors that crash into water put vapor into the 
air, causing rainfalI Metcors ami.serfui for artding water vapor to the atmasphere 
(thereby increasing rainfall}, creating lakes and destroying unwanted land-forms. 
Volcano 

A volcano is a vent in the planetary crust that let? a Stow of molten rook 
to the surface Volcanos put a lot of ash in the air, blocking the sun and 
causing extinctions. They also add a ot of carbon dioxide to the air. 
Volcanos in the ocean cause tide waves. Volcanos are less severe when 
the planets are young and the core is larger. Volcanos elevate liie terrain, treating 
islands and mountains. 

Fire 

Fires occur when the oxygen content ul yuur atmosphere is 100 high. 
Tires are usefu for regwlaling the oxygen in your atmosphere and 
causing general destruction. 
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Earthquake 


When you point ta the i rigger Earthquake option a sub-menu will 
appear allowing you to select the direction ot energy expended oy the 
earthquake This will let you affect continental drift, When earthq. rekes 
appea’ naturally they occur at plate boundaries (a place where two land 
masses meet). There is no way to avoid earthquakes, but to avoid their damage do not 
place cities near plate boundaries To find ihege boundaries, look at the MAGMA 
display in the EDIT Window. Wherever arrows that point in opposite directions are 
next to each other, that is a boundary. 

Plagues are very dangerous diseases that ran destroy towns ant? will 
spread to nearby cities. They happen more often in areas with low 
technology but cnee plagues begin, they can quickly spread Id areas with 
high technology. Plagues are nut useful for anything but destruction. 

OTHER EVENTS 

There are some events that you cannm cause, these events will occur automatically 
depending an many factors. 

War 

War represents baffles between intelligent life-forms. They might be 
battles between cities ns well as rebellions and revolutions. Wars are 
alien caused by competition tor resources such AS fossil and atomic 
fuel. Cities grow too big and too quickly tor the local luei supply and so 
they rjo to war in nrde- to cuntrui the fuel supply. Some wars occur without an 
apparent cause. 

Pollution 

Events involving pollution are warnings that pollution in an area of your 
planet has reached levels 'hat are dangerous to living creatures. They 
are primarily caused by industrial wastes and pollutants arid esn only be 
prevented and controlled by investing in nonpolluting energy sources 
such as atomic fuel, 

Nuclear Winter 

When too many atomic tests arc done 01 a nuclear power plain melts 
down, tlte land will bo contaminated by radioIren As time passes, the 
contamination will diminish but no life can survive when ibis symbol is 
evi dent. 

Exodus 





Plague 




When the intelligent SimEarfhlings reach a h gh enough level of 
development, toey leave the pianette- colonize other worlds. 


Treasure Box 

In each scenario them is one pressnt lor you. Sometimes the present is 
there from the beginning Other limes it will appear when you do 
someth ng There is no ndication when tho present is placed 

I here is a possibility that you w I not notice t unt I you finish the 
scenario. To find it, you must search in the EDIT mode. When you find a pink treasure 
box. EXAMINE if and Gaia will tell yeu its effect. 

SET ALTITUDE 

This command allows you to raise or lower sections ot 
land If you click on the SET ALTITUDE icon, it shows a 
submenu with two choices: raise and LOWER. You can 
practice in the EDIT mode, The cost for using the SET 
ALT IPJDE corn maud is 5QO. 

When you use this command, you should took at the altitude and the depths of 
the sea as a whole with the GEOSPHERE command in ft e DATA icon. Levels of terrain 
are displayed in shad as ot color. Ear example, a lighter shade means a higher altitude, 
and n the ocean a darker shade means o deeper sea level. 

The change in geosphere teas effects on climate, rainfall, b asphere and life- 
forms. Consider the impact that an altitude change would have on life before you 
make mountain ranges., akes or islands 

EXAMINE 

This command is useful in the EDIT mode U gives 
you all the information about each spot. After you 
select EXAMINE, mcv-s ihe cursor to a spot that 
you want to examine with the EDIT mode screen 
and press the A Dutton. The information window 
will appear and give you the dota Is cf the thing you 
are looking at. 

The-cos! fur using the EXAMINE Command s 
SO. You will need this information in planning youi 
neat planetar/ developing ill move. 

SOME COMMON 
QUESTIONS ABOUT SIMEARTH 

There are manyprnh ernsand challenges you will lace hyujr quest tor p anetary 
development, Here are some suggestions to deal with them. 

G: After a certain point why Coes evolution in water seem to stop? 

A Most advanced aquatic -ite-loruis live in shallow water. II there are not enough 
shallow shelves, you will hit en evolutionary dead-end. You can create shelves either 
by raising the ocean floor or by town ring the re nit You ran da to.it with the SE X 
ALTITUDE command. You can raise Ihe ocean floor with volcanos with the EVENT 
command too. Voli can also lower tore land with meteors with -he EVENT command. 
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Although aquatic lift-forms can become Inteil gent beings, they cannot become 
civ hzecl since they cannot use fire. 

Q: Why do mass extinctions occur? 

A Mass m actions are caused by loo much oust in the air, too tittle oxygen (less 
than 20% i ntlte atmosphere or too low of atenvperatore. When the lerrperature is 
tow, raise me level of SCI AR INPUT and GREENHOUSE EFFECT or Dlace the Q02 
Generator of ttte Terraformers. There is nothing you can 60 to decrease the amount 
of dust except let it disperse over time. Do not forge' to avoid r'rteteeis and volcanic 
activities. 

G: What do I do to avoid meteor storms? 

A: You can avoid meteors by towering the level of METEOR in the CQRt Panel After 
the meteor storm there will be a lot of dust and the temperature will decrease. Do 
not forges to raise the temperature. Meteor storms are a warning that extinctions are 
imminent. Prepare fort he worst and get ready lo rebu Id your biomass. 

Q: How I avoid ttie planet overheating? 

A; in order to avoid planetary overheating, first you must'check the C02 levels. To 
decrease the temperature you can do three things. Place a Terraforming Oxygenator. 
Increase the level of G02 AbEnrpti.cn ;n the Biosphere which wil increase the number 
of plants. Decrease the levels of Solar Input and Greenhouse Effect in the 
Atmosphere Control Panel and increase the levels of Cloud and Surface Albedos-. 

Q: How do I control fires? 

A: Excess vs fires are due to ton much oxygen in the atmosphere. Place the CQ2 
Generator on your planet to balance the oxygen. 

G How do I control tornados? 

A: Tornados happen when the sea temperature is high. Decrease the levels of SOLAR 
INPUT and GREENHOUSE EFFECT and increase the level of THERMAL TRANSFER in 
the Atmospheric Control Panel 

G: There are too many wars occurring. How can they be stopped? 

A: In SimEarth, wars occur because of inn tack of fuel. Decrease the energy 
investment ot FOSSIL FUEL and NUCLEAR in the Civilization Contra! Panel. Wars also 
occur when the energy allocation for Philosophy is low. When a war becomes a 
nuclear war decrease the demand for nuclear energy. 

Q I low can I speed up the development of civ I nation? 

A: increase the level of SCIENCE in the Civ I zation Control Panel. 

Q: How can I increase She birthrate and She population? 

A: Increase population by increasing the agriculture in the Civilization Control Panel. 
0: Haw I can save Fossil Fuels? 

A: When the Evolution Time Seale is too short, the planet lacks fossil fuel. Fut now. 
you should decrease the level of fossil fuels in The Civilization Control Pore!. 11 you 
were in the Industrial Revolution period increase the eve I of science so that you wi I 
proceed to the Atomic Age. Also wars occur when fossil fueis are in short supply so 
put some more energy in Philosophy 
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Q: I do not want to start a war, but I do not want tn use too much nuclear energy. 

A: Use less nuclear energy and suite wars do occur, put more energy into 
Philosophy. 

G: How can I avoid pollution? 

A: Use less fossil fuel and more nuclear energy. When you are not yel in the Atom c 
Age invest in science and advance to the Atomic Age as Quickly as possible. 

Q How can improve the Quality of life 17 

A: The number of work hours par week is too many, so the SimEanhling are very 
rtred. Decrease the total investment in energy and put more energy In Art/Media in 
ihe C-vi ization Control Panel. 

G: The land is so contaminated by radiation that the living creatures canr.oi live there 
anymore. What tan I do? 

A: The causes of contamination are nuclear wars and power station meltdowns. 
Decrease the use of nuclear energy in the Civilization Central Panel. If the contain n&leci 
place is near the const of an ocean, you can rinse the place with a tide wavs. 

GLOSSARY 

Here ore some of the frequently used words 11 SimEarth. They are also explained in 
the Dictionary command as well as in the text. 

Stems 

Dionnes are ecological systems at plants ard animals. Where a particular biome can 
survive is dependent an temperature, rainfall and altitude. For the most part, the 
Biome Command is used in SimEarth to place the plant life an a planer. 

Daisy World 

This is a planet where daisies are the drily living thing. This scenario is based on the 
original Da sy War d program that James Lovelock developed Id test the Gaia Theory 
This theory suggests that life and the environment together constitute a system that 
sek regelates climate and atmospheric com positions. 

Exodus 

This is the time when the intelligent SimEarth lings reach a high enough level of 
development and leave the pianette colonise other worlds. 

GaiMter 

This ;s you. the cue who is developing SimEarth with Ihe Gaia Theory. 

Gaia Theory 

James lovelock's theory that the Earth's environment tea self-regulating system in 
which organisms strive to create a balance in their surroundings. 

Life Span 

The planets in SimEarth have a lire span 1 he incoming solar radiation (the amount of 
energy that reaches ?he planet from the sun) is increasing every yea', and it also 
increases the temperature nl the planet until is will he swallowed by the expanding 
sun. In SimEarth planets have only 10 billion years to live. 

IVfadei Control Panel 

Yen use this to make actual changes in or to modify the simulation. 
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Maaalltb 

This is a lac I to help accelerate tne advancement of inlel icent spec.es. If you click on 
a life-form, ifsere is a Mn-3 cftance Thai the life-form wjll suddenly mutate into a 
higher life-form. llwiJI nut necessarily work on all animals. 

Nanoteeb Age 

This is the ultimate level of technology in Sim Earth. 

SimEartfiiingS 

Then:; are electron: l. living creatures. They in dude all the life-forms mentioned here 
from S:iigls-coN creatures to intelligent life. 

Jens formers 

Iheseare tools lor regulating She environment. They zre net needed on earttolik-e 
planets but once the environment is deeply trou bled you must use them.. 

Time Scute 

SimEarth has four different Time scales. The Geclogic time scale begins just after the 
planet has formed and ends with the development of rriLilli-ueliuisr life. iTe Evolution 
lime scale begins with the appearance of multi-cellular tile arid ends wffli the 
development ol intelligence. Civilization time scale begins with the appearance of 
intelligent organisms and ends with (he Industrial Revolution. Technology time sea e 
begins with the Industrial Revolution and ends with Exodus 
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90 Day Limited Warranty FCI Game Paks 

90-Day Limited Warranty; 

Fujisankei Communications International, Inc. {FCI) warrants to the 
oh^inal consumer purchaser that this FCI Game Pak shall he free from 
defects ir> material and workmanship for a period of 90 days from date 
of purchase. If a defect covered by this warranty occurs during this 90- 
day warranty period, FCI will repair or replace the game pak, at its 
option, tree ct charge. Replacement of the game pak, free of charge, 
to the original purchaser (except for the cost of returning the game 
pak) is the full extent of our liability. 

To receive this warranty service, return the defective game pak ale no 
with a dated proof of purchase and your name and address to an 
authorized FCI dealer or directly to FCI: 

Fujisankei Communications International, Inc. 

ISO East 52 Street, New York. N.Y. 10022 
Attention: Returns Department 
{212) 753-8100 

This warranty shall not apcly if the game pak has been damaged by 
negligence, accident, unreasonable use. modification, tampering, or 
other causes unrelated to defective materials or workmanship. 

Compliance with FCC Regulations 

This equipment generates and uses radio frequency energy, and if riot 
installed and used properly, that is, in strict accordance with the 
manufacturer's instructions, may cause interference to radio and 
re evision reception. It has been type tested and found to comply with 
the limits far a Class B computing device in accordance with the 
specifications in Subpart J of Part 15 of FCC Rules, which are 
designed to provide reasonable protection against such interference in 
a residential installation. However, there is no guarantee that 
interference will not occur in a particular installation. 3f this equipment 
does cause interference to rad o or television reception, which can be 
determined by turning the equipment off and on, the user is 
encouraged to try to correct the interference by one or more of the 
following measures: 

* Reorient the receiving antenna 

* Relocate the Super NES with respect to the receiver 

* Move the Super NES away from the receiver 

* Plug the Super NES into a different outlet so that the 
Super NES and receiver are on different circuits. 
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If necessary, the user should consult the dealer or an experienced 
rqdio/teilevssion technician for additional suggestions. The user may 
find the following booklet prepared by the Federal Communications 
Commission helpful: 

"How to Identify and Resolve Radio-TV Intederence Problems," 

T his booklet is available from the U S. Government Printing Office, 
Washington, D.C, 20402- Stock No. 004-000-00345-4. 

Warranty Limitations: 

ANY APPLICABLE IMPLIED WARRANTIES INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY DAYS 
FROM THE DATE OF PURCHASE AND ARE SUBJECT TO 1HE 
CONDITIONS SET FORTH HEREIN, IN NO EVENT SHALL FCI BE 
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED 
WARRANTIES. 

The Provisions of this warranty are val d in the United States only. 
Some states do not allow limitations on how long an implied warranty 
lasts or exclusion of consequential or incident a! damages, so the 
above limitations and exclusion may not apply to you, I his warranty 
gives you specific legal rights, and you may also have other rights 
which vary from state to state. 


FCI Games 

If you enjoyed Sim Barth ™ 

try these other exciting games from FCI! 

NES 

ADVANCED DUNGEONS & DRAGONS® games 

AD&D" DragonStrike 
AQ&D® Heroes Of the Lance 
AO&D® HiFIsfar 
AD&D® Peel of Radiance 
I fie Bard’s Tale " A 

BreakTime™ The National Pool Tour 
Dr.Chaos™ 

Lunar Pool 
Phantom Fighter™ 

Ultima® Exodus™ 

Ultima® Quest of the Avatar™ 

Ultima® Warriors of Destiny™ 

WCW s ‘ World Championship Wrestling 
Zanac® 

GameBay 

BqxxIb® 

BoKxte® * 1 * * II 
Bubble Ghost™ 

Out of Gas™ 

Tasmania Story™ 

Ultima : " : Runes of Virtue 7 ” 

SNES 

SimEarth™ 

Ultima® The False Prophet 
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Not Just Kid Stuff 
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